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RESISTANCES 


SAVING THROWS 





Acrobatics 
Animal Handling 
Arcana 
Athletics 
Deception 
History 

Insight 
Intimidation 
Investigation 
Medicine 
Nature 
Perception 
Performance 
Persuasion 
Religion 
Sleight of Hand 
Stealth 
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Survival 


Thieves' Tools (Dex) 
SKILLS 
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10 Artificer (Alchemist) (Neutral Good) 


LEVEL & CLASS PLAYER NAME 


64,000 
EXPERIENCE 


Human 
RACE 


Cloistered Scholar 
A BACKGROUND 








11 Armor Leather 


Shield 


MAXIMUM Dex 
HIT POINTS ONUS 





OMedium Armor © Heavy Armor 
Magic 

Misc 

Misc 
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ABILITY 


SAVE DC INTELLIGENCE 


FAILURES 
DEATH 








HIT DICE 
ARMOR 
@ Light @ Medium OHeavy O Shields 


WEAPONS 
@ Simple O Martial © Other Weapons: 


Common Thieves’ tools 
Catfolk 
Elvish 


Goblin 


Navigator's tools 
Tinker's tools 








LIMITED FEATURES PROFICIENCIES 


Formula: Alchemical Acid 
Formula: Alchemical Fire 
Thunderstone 

Smoke Stick 

Tanglefoot Bag 


ACTIONS 


Alchemical Acid ¥ Int 30ft DC16 5d6 ~— Acid 


Dex save, success - no damage; Objects automatically take maximum damage 


V Int 30ft DC16 4d6 
Dex save, success - no damage; All creatures within 5-ft of the point of impact have to save 


Alchemical Fire Fire 


Shortsword Melee +3 1d6+3 


Finesse, light 


Dex Piercing 





ATTACKS: WEAPONS & CANTRIPS 





A artificer (Alchemist), level 10: 
¢ Magic Item Analysis (Artificer 1, UA:A 2) 
| can cast Detect Magic and Identify as rituals without requiring material components 
¢ Alchemist's Satchel (Alchemist 1, UA:A 5) 
Lcraft_an Alchemist's Satchel, a magic item with which | can create concoctions 
Whenever | reach in, it holds the material for the Alchemical Formula | want to use 
If lost, | craft another by spending 8 hours a day for 3 days and 100 gp of materials 
¢ Alchemy Formulae (Alchemist 1, UA:A 5) [3 additional formula] 
| learn Alchemical Formulae that | can use if | have my Alchemist's Satchel within reach 
[learn the Alchemical Acid and Fire formulae, and additional depending on my level 
Use the "Choose Features" button above to select additional Alchemical Formulae 
¢ Formula: Alchemical Acid (Alchemist 1, UA:A 5) [5d6 acid damage] 
As an action, | can hurl a vial of acid at a creature or object within 30 ft 
It shatters on impact and the target must succeed on a Dex save or take acid damage 
An object automatically fails its saving throw and takes maximum damage 
¢ Formula: Alchemical Fire (Alchemist 1, UA:A 5) [4d6 fire damage] 
As an action, | can hurl a vial of volatile liquid at a creature/object/surface within 30 ft 
It_explodes and all within a 5-ft radius must succeed on a Dex save or take fire damage 
¢ Tool Expertise (Artificer 2, UA:A 3) 
| have expertise with any tool proficiencies | gain from the Artificer class 
¢ Wondrous Invention (Artificer 2, UA:A 3) [3 items] 
| gain a magic item that | have crafted; Use the "Choose Features" button above 
¢ Spellcasting (Artificer 3, UA:A 3) 
can cast artificer spells that | know, using Intelligence as my spellcasting ability 
| can use an arcane focus as a spellcasting focus 
¢ Infuse Magic (Artificer 4, UA:A 4) 
By spending 1 minute, | can infuse one of my artificer spells into a nonmagical item 
This expends a spell slot as normal and the spell must have a casting time of 1 action 
An item holds max one spell for 8 hours; | can have up to my Int mod of infused items 
A creature holding an infused item can use an action to cast the spell, using my ability 
The spell's target is the creature activating it or, with area of effect spells, the item 
¢ Superior Attunement (Artificer 5, UA:A 4) [attune to 4 magic items instead of 3] 
¢ Mechanical Servant (Artificer 6, UA:A 4) 
| create a construct that obeys my orders; It acts on its own initiative 
can repair it to 1 HP during a long rest, or build a new one in a week with 1000 gp 
As a reaction when I'm attacked in melee, | can have it make a melee attack back 


CLASS FEATURES 


EQUIPMENT 


prefer to be tinkering with artifacts rather than fighting. 


PERSONALITY TRAITS 


Self-Improvement: The goal of a life of study is the betterment 
of oneself. (Any) 


IDEALS 


Lhave strong romantic feelings for my crewmate Gerrard. 


My shyness can often be mistaken for coldness. 


Library Access 


Lhave free access to most of the library | work at, though it might 
have repositories of lore that are too valuable, magical, or secret to 
permit anyone immediate access. | have a working knowledge of my 
cloister's personnel and bureaucracy, and | know how to navigate 
those connections. | am likely to gain preferential treatment at other 
libraries. 

BACKGROUND FEATURE 


Human (+1 to all ability scores) 


RACIAL TRAITS 


Common clothes 
Navigator's tools 
Cartographer's tools 
Belt pouch (with coins) 
Leather armor 
Shortsword 

Tinker's tools 


WEIGHT CARRIED 
36.8 Ib 
ENCUMBERED 
56-110 Ib 
HEAVILY ENCUMBERED 
111 - 165 Ib 
PUSH/DRAG/LIFT 


166 - 330 Ib 











h. Thunderstone (Alchemical Formula, UA:A 6) 
As an action, | can hurl_a crystalline shard at a creature/object/surface within 30 ft 


It shatters on impact and any creature within 10 ft must make a Constitution save 
If failed, a creature is knocked prone and pushed 10 ft away from the point of impact 
« Smoke Stick (Alchemical Formula, UA:A 5) 
As an action, | can take a smoke stick from my satchel and throw it up to 30 ft away 
The stick produces smoke in a 10-ft radius around it, blocking vision, incl. darkvision 
It disappears after 1 minute; After creating one, I can't create a new one for 1 minute 
¢ Tanglefoot Bag (Alchemical Formula, UA:A 6) 
As an action, | can hurl a bag of black tar to a point on the ground within 30 ft 
It bursts and covers the ground with sticky goo in a 5-ft radius, which lasts for 1 min 
It is difficult terrain and anyone starting its turn in it has its speed halved for that turn 
After creating one, | can't create a new one for 1 minute 
¢ Goggles of Night (Wondrous Invention, UA:A 3) 
¢ Chime of Opening (Wondrous Invention, UA:A 3) 
¢ Lantern of Revealing (Wondrous Invention, UA:A 3) 


EXTRA EQUIPMENT 


OTHER HOLDINGS 














FEAT: 


FEAT: 


ee ITEM: Goggles of Night Cyattaned 


While wearing these dark lenses, | have darkvision out to a range 
of 60 feet. If | already have darkvision, wearing the goggles 
increases its range by 60 feet. 


MAGIC ITEM: Chime of Opening Oattuned 


As an action, | can strike it and point it at an object within 120 ft 
that can be opened. One lock or latch on it opens unless the 
sound can't reach the object. If no locks or latches remain, the 
object itself opens. The chime has ten charges. 


MAGIC ITEM: Lantern of Revealing Oattuned 


This lantern burns for 6 hours on 1 pint of oil. It shines bright 
light in a 30-ft radius and dim light for an extra 30 ft. Invisible 
objects and creatures are visible in the bright light. As an action, 
Lcan lower the hood, making it only dim light in a 5-ft radius. 


MAGIC ITEM: Odattuned 


MAGIC ITEM: Oattuned 
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SPELL 
Alarm (R) 
(R) Detect Magic (R) 
Expeditious Retreat 
(R) Identify (R) 
Jump 


SPELL 
Arcane Lock 
Blur 
Levitate 


Magic Weapon 


Intelligence 
\SPELLCASTING ABILITY 


1ST LEVEL 


DESCRIPTION 

Door, window, or 20-ft cube area; audible (60 ft) or mental alarm (1 mile) if undesignated crea enters 
Know presence of magic within 30 ft; 1 a to see auras and determine school 

You can take Dash action now, and as a bonus action for the duration 

1 magical item or magic-imbued crea/obj; learn properties, how to use, and spells affecting it (100gp) 


1 creature's jump distance is tripled for the duration 
2ND LEVEL 


DESCRIPTION 

Entryway locked; password or designated crea opens; +10 DC break/pick lock (25gp cons.) 
Enemies have dis. on attacks vs. you; no effect against crea without vision or immune to illus. 

1 crea/obj up to 500 Ib save or rise vertically, up to 20 ft; 1 a (move a if self) move up/down 20 ft 


1 nonmagical weapon becomes magical with +1 bonus to attack and damage; SL4: +2, SL6: +3 


SPELL SLOTS 


SAVE 


SCHOOLTIME 
Abjur 1 min 
Div la 
Trans 1 bns 
Div 1 min 
Trans 1a 
SCHOOLTIME 
Abjur 1a 
Illus la 
Trans 1a 


Trans 1 bns 


RANGE 
30 ft 
Self 
Self 
Touch 
Touch 


RANGE 
Touch 
Self 
60 ft 
Touch 


IST LEVEL | 2ND LEVEL | 3RD LEVEL | 4TH LEVEL | 5TH LEVEL | 6TH LEVEL | 7TH LEVEL | 8TH LEVEL | 9TH LEVEL 


COMP DURATION 
VSM 8h 


V,S 
V,S 


V,S,Mf Instantaneous 


Conc, 10 min 


Conc, 10 min 


V,S,M 1 min 


COMP DURATION 
V,S,Mt Till dispelled 


Vv 


Conc, 1 min 


V,S,M Conc, 10 min 


V,S 


Conc, 1h 





vVvVT Uw 


7, 












215 
219 
255 
257 


